




































SUMMER 1996 


THOSE EARLY BITS 


COMPETITION 

Here we are with a great competition. This 
is your chance to win a whole load of pin¬ 
ball games from 21st Century. All you have 
to do is answer a single easy question to 
get the chance to win. Great or what! 
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BOOT SECTOR 

What with our new improved PD section, 
we bring you a great example of how good 
PD can be. It's this months cover disc and 
you can read all about it here. 



AMOS 

This months AMOS section is a full on tuto¬ 
rial. Do you feel the need for speed? Well 
you better read this and we might just be 
able to help you out! 



REVIEWS 


SENSIBLE WORLD OF SOCCER 
95/96 EURO CHAMPIONSHIP 

This is another great SWOS game. Released 
in time to take full advantage of the Euro 
'96 being hosted in this country, it's as 
good if not better than anything they've 
brought us before! 



TRACKSUIT MANAGER 2 

It's another footie management game and 
it's out on the Amiga from Alternative 
Software. Will it be any better than those 
that have come before it? 
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PD ZONE 

It's new and it's brought to you with the 
aid of Online PD. We take a look at the lat¬ 
est of the PD and Shareware releases to 
find their way to our Amigas. Read all 
about them in the first of this regular fea¬ 
ture. 































































However as with all competi¬ 
tions you will have to do 
something to win these 
games. What we want is the 
answer to one very simple 
question; and here it is. 

Pinball Fantasies and Pinball 
Illusions were both developed 
by Digital illusion. Pinball 
Mania was developed by 
Spider Soft; but who was 
Slamtilt developed by? 


Answer this question correctly 
and you will have the chance 
to win a set of these four 
games for the Amiga. Simple 
or what^nd remember we 
have five sets to give away. 
All the correct answers will be 
put into a hat and five win¬ 
ners will be picked out. The 
closing date for this competi¬ 
tion is the 10th of August 
1996. 


Your answer should be sent 
on a postcard complete with 
your address to; 

The One Amiga; 

Pinball competition; 

16-17 Hollybush Row, 

Oxford; 

0X1 1JH. 

Good luck; before long all the 
flippers and balls you could 
possibly want could be yours! 


We are giving you the chance 
to win a copy of Pinball 
Fantasies; Pinball Illusions; 
Pinball Mania and Slamtilt. all 
of these great Pinball games 
are from 21st Century. 

We've got together to offer 
you the chance to win a set of 
these four games. We have 
five sets to give away to the 
lucky winners who will be 
announced in a future issue. 
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ES FASTER! CD-ROM DRIVE! WEIRD! WONDERFUL! 




Reviewed 


We test the new Amiga Surfer pack 


the last? 


Extreme Racing tracks 


Make sweet music with this incredibly powerful 
fully functioning program for all Amigas. 
Plus: Dominator MIDI sequencer demo 
1 Time of the Month makes a welcome return andJ 

More exclusive sound samples for music and sound effects! 


An exclusive demo of the Doomesque super game we've all been waiting for!!! 
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COVER 


DISK 




This month we are bringing by Jasper Byrne. It's a 
you a full game that is actually great little game and it's 

quite old. Is there a reason for really well presented and 

this? Well yes. Firstly we have just goes to show you 

started a great new PD sec- what can be created by a 

tion. This section is run with non professional. Hopefully 

the help of Online PD who this will inspire you to cre- 

have sent us loads of great PD ate something of your own, 

games to review and this little if not it will certainly remind 

corker for the cover disk. It's you what the world of PD and 
called "Jet Set Willy 3" share ware is all about. In this 
and is not connected to the game our little hero finds that to get a look, 

original games. It is a trib- whilst he is asleep a load of 

ute to them ere- aliens turn up and decide that tie hero LOADING 




they are going to steal all his 
stuff and then get out of 
there very quickly. 

Our lit- 


wakes up to find all his 
stuff missing and sees a 
strange room with a strange 
stair case. All you now have to 
do is go to this room and up 
the stair case and 
decide that you will 
** f enter the strange 
transporter that is 
located at the top. 

/ Then your adventure 
* will start in earnest, 
you will head of into 
unknown territories to 
see if you can discover 
your stuff. The rest I'll 
leave to you. It's not to 
hard to work out. Hopefully 
you'll find it a lot of fun, we 


This is a rather simplified load¬ 
ing procedure and this month 
as we have the game all on one 
disk it's even easier, no insert 
disk 


If you have and PD that 
you've created, please send 
it in as we are always keen 
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two prompts to follow. All you 
have to do is stick the disk in 
it's slot and then wait for the 
Online folder to come up. In 
here you will find a list of lat¬ 
est releases, how to order 
these releases and the game. 
Easy isn't it? 

CONDITIONS 

During the production of our 
cover disc, we constantly 
check to ensure that the qual¬ 
ity of the disc meets our read¬ 
ers requirements. Whilst discs 
are checked for virus's, may 
we point out it is the readers 
responsibility to virus test the 
product prior to installation. 
Similarly prior to instalment, 
you should check the shutter 
of the disc, to ensure that it 
has not been damaged in tran¬ 
sit. This is best done by gently 
sliding the shutter to the left 
and allowing it to spring back. 
Please note that neither The 
One Amiga nor Maverick 
Magazines can be deemed 
liable for any problem arising 
from the use of the discs. 
Installation or running any of 
the programmes on the disc 
indicates your agreement to 
this condition. 

TECHNICAL SUPPORT 
Problems installing the game? 
Then ring our technical sup¬ 
port line on 0891 715929 
(weekdays 10am - 12.30pm, 
1.30pm - 4.30pm) who may be 
able to offer 
useful instal- 

8 *# * I a t i o n 
* ^ advice. Calls 

|v , * are charged 

at 39p per 
* ** minute 

* \ . cheap rate 

. and 49p at 
iv *<+ all other 


ensure you 
have the 
permission 
of the 
phone 
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A # •*# *** 


owner before making the call. 
In the unlikely event your 
disc is damaged 
or simply does- -p rM 

n't run please I 

return it to the 
duplicator, Tib 
Pic, Tib House, 11 
Edward Street, 

Bradford, BD4 7BH. 

(who may be con¬ 
tacted on 01274 
736990) with a 

stamped addressed 
envelope and 
two 25p 
stamps 
Where it is 
a duplica- 
t i o n 
fault, the 
postage 
will be 
returned 
along wit 
the replace 
ment disc. Please 
note we do not carry 
stocks of replacement 
discs and all returns must 
go to the address above. 














This month we'll 
be taking a look 
at how much 
processor time is 
used by certain 
AMOS commands 
and functions. For 
instance, do you 
know that the 
command "Screen 
Swap" uses more 
processor time 
when compiled 
using the AMOS 
classic compiler, 
as opposed to the 
AMOS Pro compil¬ 
er? NO? well you 
should. 

NOTE: When we mention 
the execution speed of a 
command/funtion, we are 
making reference to the 
speed of compiled code on 
an unexpanded A1200, 
widely regarded as the 
base Amiga machine 
nowadays. Whether you 
are an AMOS rookie or a 
veteran, there is always 
room for improvement. 
AMOS is full of commands 


and functions which are 
designed to make your life 
easy. Unfortunately, most 
of them execute at a snails 
pace. For example, when 
writing a score routine, 
most AMOS coders tend to 
use a variable called 
"SCORE". To display the 
score on screen they use;- 
Print SCORE 

Not only is the command 
"Print" slow, it displays 
your score in the same 
amount of bitplanes as 
your status panel. So, on a 
32 colour screen it's actu¬ 
ally printed 5 times!! (5 
bitplanes=32 colours). The 
way we at SOMA improve 
on this is by using icons. 
This approach allows us to 
blit our digits to one or 
more bitplanes, regardless 
of how many are used in 
the status panel screen. 
Enter the "F 16 Icon" com¬ 
mand which is included in 
the Turbo_Plus extension 
by Manuel Andre. If you 
still haven't got this exten¬ 
sion then do so NOW. We 
are not going to explain 
the workings of score rou¬ 
tines here but we will 
cover this subject in 
future. The example serves 


to point out that there are 
several methods which can 
be used to achieve the 
same result. Some are 
more efficient than others. 
Well how do I go about 
finding out which com¬ 
mands are efficient and 
which commands aren't? 
you may be thinking. Well 
type in Example 1, run it, 
and you'll see for your¬ 
selves which commands 
are the most efficient, sim¬ 
ply by inserting them 
between the "Doke 
$dff180,$xxx" commands. 

When assessing the effi¬ 
ciency of these commands, 
it is important that you 
compile your program 
BEFORE deciding on their 
efficiency. This is because 
certain inefficient com¬ 
mands (e.g. dimensioned 
arrays) can look compara¬ 
tively efficient when 
uncompiled, but when 
compiled, their true slug¬ 
gish nature comes to light. 

When comparing the exe¬ 
cution speed of the follow¬ 
ing commands, we will 
measure them in terms of 
"scanlines used". You have 
312 scanlines of processor 
time available during 1 


Wait Vbl (1 /50second). 
When you overstep this 
mark, your game will 
begin to jitter and slow 
down. This, more often 
than not, is an unwanted 
trademark of AMOS soft¬ 
ware, although it's gener¬ 
ally just bad programming 
and will get you no matter 
which language you use. 
Stick with us, and we'll 
show you how to make the 
"jitterbug" a thing of the 
past!. 

Example.1 

Rem **This listing requires 
the AMOS Turbo Plus 
Extension or the 
turbo extension** 

If Length(15) = 0 Then 
Reserve As Data 15,$FF : 
Rem RESERVE SOME MEM¬ 
ORY Dim SID(3) : CIs 0 

BANK15 = Start(15) : Rem 
pass bank 15 address into 
a variable LOP: 

Wait Vbl 

Vbl Wait 80 : Rem wait for 
processor line 80 
Doke $DFF180,$8 : Rem 
Change Colour 00 to deep 









AMO 



blue 

SID(0)=1 : SID(1)=1 : 

SID(2)=1 : SID(3) = 1 : Rem 
measure the processor 
time SID(0)=1 : SID(1)=1 : 
SID(2)=1 : SID(3)=1 : Rem 
for 8 array variables 
Doke $DFF180, $0 : Rem 
change Colour 00 back to 
black 

Vbl Wait 100 : Rem wait 
for processor line 100 
Doke $DFF180,$44F SID0=1 
: SID1 =1 : SID2=1 : SID3=1 : 
Rem measure the proces¬ 
sor time SID0=1 : SID1 = 1 : 
SID2=1 : SID3=1 : Rem for 
8 normal variables Doke 
$DFF180,$0 : Rem change 
Colour 00 back to black 

Vbl Wait 140 : Rem wait 
for processor line 140 
Doke $DFF180,S80 : Rem 
Change Colour 00 to Deep 
Green 

A=Peek(Start(15)+C) : Rem 
measure the processor 
time 

A=Peek(Start(15)+C) : Rem 
for 6 "peek start(15)+C" 
A=Peek(Start(15) + C) : 
A=Peek(Start(15)+C) 
A=Peek(Start(15) + C) : 
A=Peek(Start(15)+C) 

Doke SDFF180 ; $0 : Rem 
change Colour 00 back to 
black 

Vbl Wait 170 : Rem wait 
for processor line 170 
Doke $DFF180;$4F4 : Rem 
Change Colour 00 to light 
green 

A=Peek(BANK15+C) : Rem 
measure the processor 
time 

A=Peek(BANK15+C) : Rem 
for 6 "peek start(15)+C" 
A=Peek(BANK15+C) 
A=Peek(BANK15+C) 
A=Peek(BANK15+C) 
A=Peek(BANK15+C) 

Doke SDFF180;S0 : Rem 
change Colour 00 back to 
black 


Vbl Wait 200 : Rem wait 
for processor line 200 
Doke $DFF180;$800 : Rem 
Change Colour 00 to Deep 
Red 

X=X+4 : X=X+4 : Rem mea¬ 
sure the processor time 
X=X+4 : X=X+4 : Rem for 8 
"X=X+4" 

X=X+4 : X=X+4 

X=X+4 : X=X+4 

Doke SDFF180;S0 : Rem 

change Colour 00 back to 

black 

Vbl Wait 220 : Rem wait 
for processor line 220 
'Vbl Wait 120 : Rem Insert 
this line for a processor 
Overun 

Doke $DFF180;$F66 : Rem 
Change Colour 00 to pink 
Add X;4 : Add X,4 : Rem 
measure the processor 
time 

Add X;4 : Add X;4 : Rem 
for 8 "Add x,4" 

Add X;4 : Add X,4 

Add X;4 : Add X;4 

Doke SDFF180;$0 : Rem 

change Colour 00 back to 

black 

Goto LOP 

Feel free to experiment 
with other commands and 
functions. For instance, 
check out how much 
processor time it takes to 
use any of the string func¬ 
tions and compare it to 
poke-ing into memory 
banks. Reading data could 
also be compared with 
peek-ing data out of a 
memory bank. At SOMA 
we use this method 
because it is as close to 
table reading in assembly 
language as AMOS can get, 
thus, improving the data 
handling flexibility. 

To understand the mea¬ 
surements, all you need to 
know is the larger the bar 
of colour, the more proces¬ 


sor time being used. Please 
test this with AMOS Classic 
and AMOS Pro uncom¬ 
piled. Then compile it with 
both packages and take 
note of the time difference 
(as mentioned earlier with 
the "Screen Swap" com¬ 
mand) 

Having run Example 1. you 
should have noticed that 
when you run the program 
compiled with AMOS Pro 
Compiler, it uses LESS 
processor time than the 
SAME program compiled 
with AMOS Classic?. This is 
due to the improved pro¬ 
gramming used in the Pro 
compiler, but this speed 
comes at a potentially 
expensive cost if you are a 
games programmer. Those 
of you who know how to 
use the 'A=execall(-132)' 
and / A=execall(-138) / com¬ 
mands should know that 
they disable multitasking. 
When using the AMOS 
Classic Compiler, shutting 
down the multitasking will 
gain you about 80 scan¬ 
lines of processor time. 
This is due to the multi¬ 
tasking staying disabled 
until YOU decide to re¬ 
enable it. Unfortunately, 
the same cannot be said of 
AMOSPro and its Compiler. 
This time the multitask¬ 
ing will stay disabled for 
about 1/4 of a second 
then enable itself for 1 
vbl, then stay disabled for 
1/4 second etc. Type in 
Example.2 for a demon¬ 
stration of this. 

Example.2: 

CIsO 

'Set Amos Pri 50 : Insert 
for an improvement (Craft 
Extension Required) 
A = Execall(-132) : Rem 
Switch M.Tasking Off 
LOP: 


Wait Vbl 

For L=0 To 300 : Next L : 
Rem Waste A Little 
Processor Time 
Doke $DFF180,$F 
For L=0 To 10 : Next L : 
Rem Waste Proc Time 
(change 10 to 100 for a 
larger blue line) If 
Joy(0)=16 Then A=Execall(- 
138) :Set Amos Pri 0 : Edit 
: Rem if Imouse key 
pressed switch tasking on 
Doke $DFF180,$0 Goto LOP 

Notice how the thin blue 
line stays in roughly the 
same place when using 
AMOS Classic?. Try it with 
AMOSPro and you will see 
that it has a sorte down 
the screen every 15 
vbls(Approx). By inserting 
the "Set Amos Pri 50" line, 
you can regain a little of 
the lost time, but you still 
lose about 35 scanlines. 
However, this 35 scanlines 
are more than recouped by 
the quicker execution 
speed provided by the 
AMOS Pro Compiler. 

For more information 
about AMOS coding. Soma 
Soft's utils or if you wish 
to send us something for 
review, you can write to us 
at the following address: 
Alan Benson, 

Soma Sofware, 

176 Haslewood Drive, 

Leeds 9, 

W Yorks, 

LS9 7RE 

Please include a SAE and a 
disk if you want a reply. 
Modem users can leave 
personal mail for me (Alan 
Benson) at: 

ISO's AMIGA BBS. Tel 
(0113) 263 6974 9pm- 
7am 

The future for AMOS looks 
bright, very bright, or is it 
the sun in my 
eyes?. Until next month!. 
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EXIT 


I t is a game that has risen 
to great heights in the 
past, selling more 
copies than you can 
shake a stick at. So 
then what's going 
on here with the lat¬ 
est version. 

Well as you might or 
might not know, this 
Summer sees good old 
England host Euro' '96. This 
is the European Football cup 
that takes place every four 
years. Well it seems that we in 
England are already starting 
to feel the fever that accom¬ 
panies these events, apparent¬ 
ly all the tickets are sold out 
already, there is it seems a lot 
of people who are going to 
spend time watching Europe's 
best do battle on the football 
pitch this Summer. To accom¬ 
pany this, there will of course 
be all sorts of spin offs and 
commercial possibilities. This 


i 


of course has 


been realised in 


computer 


world as well as in 
any other market. What's the 
result; well a load of footie 
games of course. 

The PC and the Amiga are 
both to get a revamped 
SWOS. This is the European 
Championship 
Edition. I have 
to say first off, 
the Amiga 
version is as 
far as I'm 
concerned, 
better than 
the PC ver- 
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T. HftRHER 
S. KARKNESS 
H. RUODOCK 
ri. THOMAS 
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(CZECH REPUBLIC) 


I M‘M'2 
S-2-2 
M-2-K 
S-2-2 i 
USER ft 
USER C 


5-M-l M-5-1 

2*5-2 M-2-3 

2-M-3 SHEEP 
ATTACK GEFEMO 
USER B 
USER D 


TERRY BUTTER 


USER F 


VJEH 0 YEAMi 


nurcM 


J -Jo ivinon 


Let's face it, 

SWOS is one of 
the finest football 
games of all time 
It may not have 
the finest graph 
ics you've ever 
seen, but the 
gameplay is sim 
ply excellent, and 
that's what 
counts. 
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sion. Apart of course from the 
fancy front end stuff i.e. all 
the SWOS crew playing foot¬ 
ball, or should I say Soccer. 
There are also some ren¬ 


dered graphics. It's 


all rather comical 


and apparently is 


dash of 


humour" that 


expect 


from the SWOS 


r 


B 15 


games. So where's this "dash 
of humour" in the Amiga ver¬ 
sion? Oh well, I'd still say that 
the game was better. We do 
get the same music as 


the PC version, and 


to be quite hon 


it's a bit 


mpressive for 


r 


machines 
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I better just 
more about it. 
ias just about every 
can possibly think 
Believe it or not there 
twenty six thousand 
Yes, if you want to 
some strange foreign 
i division team, you can. 

are more teams than 
can shake a big fat fish 
features almost every 
(sional team in the 
are 146, preset 
and the chance to cre- 
i DIY competitions! No 
to load. As you 
ge, it has everything you cc 
from something to make 

play is as simple 
as ever. The simple 
1 you to achieve < 

, intercet 
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LA5TABILITY 


92 '/. 


90 '/. 


There isn't a specific A1200 title, but this 
A500 version runs suprisingly well. 

With the CD32 such a bag of shite, it 
seems unlikely doesn't it? 
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GOAL 


PLEASE CHOOSE YOUR TEAM 


Not only is this 
another football 
game, but it's 
another football 
management sim! 
It seems that the 
Amiga has 
become a dump¬ 
ing ground for 
football manage¬ 
ment sims. 

T here are more of them 
than I for one can deal 
with. We even spent an 
issue going through a few of 
them only to discover that on 
the whole they are sadly lack¬ 
ing! So is this one any differ¬ 
ent. Well it came out a while 
back and has already been 
reviewed in some of the other 
Amiga mags, and hasn't done 
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all that well on the score 
front. How will it do in this 
review? Well read on. 

Well apart from the fact that 
this game takes some sort of 
incredible time to load, it is 
kind of OK. What is strangest 
of all is the fact that it seems 
to have some kind of surreal 
connection to fizzy Chewits? 
Even in the managers office 
there is a strange object 
on the disc that Jr"* 
appears as if it is a L - ^ 
strange almost che- f. 
wit shaped packet. 'flBE 


'O 1 TKORSTVEOT 
'02 'CAMPBELL 
'02 'EOIMBURGH 
04 “MI LSON 
'02 VtOMELL 
'06 "MA&&UTT 
'07 'SCOTT 
06 "KAZftRO 
09 "METHERCOTT 
tO 'SIMTON 
'1 1 ‘ROSENTHHL 
* 1 2 VfftTSON 
'14 'SHERINGHAM 
GK ‘OOZZELL 
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ting there takes some 
e. Also the instructions are 
from comprehensive, 
pite all this there is a fair 
of information in the 
ne and indeed a fair few 
ions. It is possible to play 
> player games as well as a 
pie one player game. 

‘ game is run from an 
ice and the controls are 
pie point and click. There 
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eful pack of fizzy chewits! Ilastabili 
te icons allow you to get to 
I of the aspects of the game 
om sending out scouts to I 
ying to loan top players of 
emiere league clubs. There i | Q j 

e friendly games to be | ji 

ayed and cup competitions to 1j. 

s entered. Transfer players, sort 
it your stats, change the date with the 
>n, read the headlines with your paper icoi 


ot the simplest management gan 
r ed, neither is it the most comprehi 
Lmiga it is pretty good, however th< 
ks. It isn't very user friendly, the f 
ill makes things over complicate! 
aying of the game is pretty disappc 
> geezers sitting in a room with ti 
ice bubble appearing to give you 
/hat's going on, and it goes on for 


No, No, No, No, No. How many times must 
tell you? It's dead. Dead, DEAD!!! 
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A500 / 600 

I I'm afraid that your A500/600 is now 

I almost as finisheed as the CD32. Sorry. 
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Publisher : Alternative 
Developer: In House 
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As you may well 
have noticed, new 
games on the 
Amiga are becom¬ 
ing rarer than 
popular Tory min¬ 
ister. In our 
search for new 
games we have 
decided that it 
was time we took 
a real look into 
the world of PD. 
We've got an 
AMOS section to 
help you out on 
the programming 
front, now you 
can see and share 
some of the prod¬ 
ucts of this hard 
work. 






This is created by Damian 
Tarnawsky. It is actually really 
very good indeed. This 
demonstrates how far it is 
possible to go. You are creat¬ 
ing a new colony and it's a lot 
of fun. This is rather like sim 
city. It is infact one of the 
finest God sims around! You 
are in the distant future and 
you have a race of people to 
look after from day one. 
There are food providers, 
housing and goodness knows 
what else to provide. 
Eventually you start to get 
into diplomatic and trading 
relations with other planets. 
You can even go to war in an 
attempt to build up some sort 
of intergalactic empire! It's 
great. Simple to use and very 
enjoyable. It has all the great 
aspects that you want from 
far superior games and comes 
close to really rivalling the big 
boys! If I were you I'd get in 
touch with Online PD right 
now and get hold of a copy! 

KNOCKOUT 

This is dead simple and more 
in the vain of traditional PD 
games. It looks simple and it 
plays simply. It is however 
quite surprisingly addictive. 


All you have to do is drive 
around an ever decreasing cir¬ 
cle and then knock all the 
other cars of first! If this is 
boring you can try your luck 
at controlling two cars. This is 
a surprisingly good! It's writ¬ 
ten by Ben Wyatt. 


MEGA TRON 

Mega Tron is written by Chris 
Hodges. It is infact Shareware. 


This column is being brought 
to you with the help of Online 
PD. They are supplying us 
with all the games that we 
are reviewing and even this 
months cover disc that will 
give you an insight into the 
world of PD and just what you 
can get at bargain basement 
prices, and what you can do if 
you try! All the information 
on the latest releases is on the 
cover disc and how to order it 
from Online PD. Here are a 
few reviews of what's around 
at the moment; 

SUPER CHICKEN 
RUN 

This is a total demonstration 
of how a simple game can be 
fun. If you'd created it you 
would be very proud. 
Essentially all you have to do 
is leg it across the road in 
true frogger style, avoiding all 
the oncoming traffic. 


You have to collect these little 
golden cats at the same time. 
Simple fun and very cheap. 
This is an area where the 
Amiga will survive for ever. It 
was written by C McPhee. 
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This is like the film Tron 
where you have to kill the 
opponents by driving them 
into the wall. You have three 
weapons to help you out of a 
possible nine. You need to 
stay alive to earn the money 
to buy the weapons! Simple? 
Not at all! Up to seven players 
can play this game. Again it's 
very simple to look at but 
plays really very well indeed. 
It does deserve some atten¬ 
tion despite it's lack of good 
looks. 


while. The main problem is 
the fact that the movement 
controls are set to one side. 
You have to use the mouse to 
click onto the direction that 
you want to go. 



FEVER 

Now we are really talking. 
This is something very serious 
indeed. It is a kind of RPG 
Doom clone. It's a lot of fun 
and we played it for quite a 
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This is rather annoying as it 
means that when you do 
come up against a rather 
nasty looking monster you 
find that you have to quickly 
move the mouse to the main 
screen to actually use one of 
the weapons at your disposal. 
The game is a bit awkward, 
but Is yet to be finished! 

WORLD GOLF 
DEMO 

The real World Golf will only 
cost you £14.99. This is a 
demo that is only 60% fin¬ 
ished so it should be pretty 
good. Shareware or PD is a 
good way to get hold of 
demos of as yet unfinished 





games. This is really very 
good. It's not exactly Virtual 
Golf, it is however a lot of fun 
and has all the features that 
you could want from a game 
of golf. There are all the clubs 
you could want and the power 
is fully adjustable so you can 
wack the ball as far or as close 
as you like. The holes have 
bunkers and lakes and trees 
to get in the way, and if you 


don't take your shot quickly 
enough the little golfer will 
chuck his club around and go 
into a sulk. Nice touch! 


aaONLiNE PD 

TEL; 01704 834335/ 834583 BBS: 01704 834583 


$IP/E€I1M $<0)FTWMllE. 

Full GUI Internet Package (HD req.)-l2 disks.£8.25 

Full GUI Internet & Comms Package (HD req.)—18 disks.£12.25 

Comms Package - 7 Disks.£5.25 

Magical User Interface Progs. #1 & #2-12 disks per pack.£8.25 each 

Adobe Fonts # I, #2, #3, #4 & #5 - 15 disks per pack.£ 10.50 each 

Colour IFF Fonts #1, #2 & #3 - 11 disks per pact.£7.50 each 

Mono IFF Fonts #1 & #2 - 12 disks per pack.£8.25 each 

Imagine Textures / Objects - #1, #2 & #3-9 disks per pack.£6.75 each 

Spectrum Games #1 & #2 - 15 disks per pack.£10.50 each 

Spectrum Games #3-9 disk pack £6.75, or all 39 disks for only£25.00 

Commodore 64 games #1-10 disks.£7.50 

CG (Compugrapnic) Clip Art #1 - 9 disks.£6.75 

CG Fonts #1, #2, #3, #4 & #5 - disks per pack.£10.50 each 

CG Fonts #6 - 12 disks £8.25 / Samples Various 270+ - 10 disks £7.50 

free p&p on Above packs 


<& Mgm@ 

UK PD Orders.£7Sp Total 

General Peripherals.£ 1.00 each 

500 Labels...£1.50 / 1000 Labels.£2.25 

Modems / Hard Drives Etc.£7.50 

mm mm 

10-20 disks.35p each 

21-100 disks.30p each 

100+.POA 

ALL HI-QUALITY DISKS. I FOR I 
REPLACEMENT GUARANTEE. THE 
ABOVE PRICES INCL. LABELS & FREE 
P&P. (Min. order 10). 


100 Capacity Lockable Disk Boxes.£4.49 

10 Capacity Boxes Perspex / White.£1.20 

InkJet Refills (phone for compatibility).£11.99 

A1200 Dust Covert...'.*.£3.49 

Disk Drive Cleaner.£3.49 

Cruiser Multi Colour Joystick.£10.99 

Comp. Pro Extra Clearjoystick.£12.99 

Comp. Pro Extra Mini Clearjoystick.£12.99 

560 DPI 3 Button Mouse (black / beige).£14.99 / £12.99 

500 Colour Wrap Around Disk Labels.£3.99 

1000 Colour Wrap Around Disk Labels.£7.99 

1000 Tractor Feed Labels (2 across)..£5.49 


WE STOCK 10,000 + PD DISKS. 
SO IFTHERE ISA DISKYOUARE 
LOOKING FOR & CANT FIND IT, 
WE MAY HAVE IT! PHONE NOW 
& FIND OUT. 

COLLECTIONS IN STOCK 
FRED FISH I TO 1000, 
ASSASSINS GAMES I TO 261, 
LSD UTILS I TO 149 + MORE 
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Mr. Modems find. FREE £25 starter pack) 

Modem Only Modem & GP Fax 

l4.4/V32Bis.£99.99 £144.99 

28.8/V34.£159.99 £204.99 


BBS’s, FAX, Comms / Internet guides for I st time users, l 0 

useful no’s leaflet, double phone adaptor & 10Mb of FREE BBS credits. 

★★★ Mr. Modems ore highly rated in ALL the Amiga Magazines irk* 

GP Fax (The Ultimate Fax Software Solution).£49.99 

A 1200 Memory Boards (Incl. clock & FPU socket) 0Mb-£49.99/ 
2Mb-£l 19.99/4Mb-£ 159.99/8Mb-£249.99 

A500 / A600 Memory Boards A500 to I Mb.£19.99 

A500+ to 2Mb.£24.99 / A600 to 2Mb.£24.99 

A1200 I Gig Hard Drive .£POA 

Other Hard Drive sizes available.£POA 

Hard Drive Fitting Service.£19.99 

FOR ANY OTHER HARDWARE REQUIRED 
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Dept. AC7, Online PD, 

The Cloisters, Halsall Lane, Formby, Liverpool, L37 3PX 



































































































AYRTON SENNA - LIMITED 
EDITION POSTER OFFER 



AYRTON SENNA 


TRIBUTE TO A RACING L EGEND 


B rought to you from the publishers of 
the acclaimed 'Senna - Portrait of a 
racing Legend' this stunning high quality 
poster print features scenes from Senna's 
memorable Grand Prix career. Scene's 


depicted are some of the most spectacular 
from the book and include Senna cele¬ 
brating his 1990 win at Montreal and dri¬ 
ving his No. 1 McLaren MP4/6 to victory 
in the 1991 Phoenix Grand Prix. 


This poster is brought to you in a dramatic 
800mm x 600mm format on superb quality 
art paper using the very best colour repro¬ 
duction. Delivery in a sturdy tube will be 
within 28 days. Ideal for framing. 


ORDER BY CREDIT CARD ON: 

0865 202770 (24 HOURS) 



BY CHEQUE OR CREDIT CARD FROM: 

Oxford International Publications Ltd, 

16-17 Hollybush Row, Oxford, OX1 1JH 



I would like to order_copies O United Kingdom (£7.50) 

of the limited edition Senna □ Europe (£10.50) 
poster from Oxford International Q p est Q f t h e world (£15) 


Name... 

Address 


:::: 


Post Code 


Credit card number: Expiry date: 

□□□□ □□□□ □□□□ □□□□ 


Available exclusively from Oxford International Publications Ltd 




























